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Return to Trostenhal is fairly location agnostic, it should be set in the foot hills of a mountain 
range or in the mountains themselves but other than that it could be in any northern part of 
Legend. 


This scenario was written to follow on after the characters had been through The Icevalen 
Mine and Ravenswall scenarios but can be worked in to other campaigns easily. 


If being used as a stand alone adventure then either have the characters stumble over the 
entrance to the Trostenhal Crypts, follow a treasure map etc. 


If the characters have visited Ravenswall and have freed the prisoners there, or even if they 
just freed the captives at the Icevalen Mine, then the events of this scenario take place some 
weeks after they have returned home to Sir Reginald’s manor. 


The adventure is set in early to mid autumn, not so late in the year that daily rain, snow or 
frost are a worry, but the leaves are starting to turn yellow, the harvests are being brought in 
and there are a million and one things to do for the farming communities. This of course is 
a perfect time for bandits to prey upon the weak and so Sir Reginald has had you out almost 
daily, patrolling the border and the lands to the south and east to make sure that nothing 
untoward happens. 


It is after one of these patrols, long, dusty and rather boring as nothing happened, that shortly 
after the characters have finished stabling their horses but before they can wash up and sit 
down for a well earned hot meal that Sir Reginald’s page, Thomas, comes running up and 
informs them that they have a visitor that will only speak to them and will not even tell Sir 
Reginald what it is about. 


Following Thomas into the manor the characters find Sir Reginald engaging in polite 
conversation with a Thulandish merchant. As you enter their conversation stops. 


Sir Reginald introduces the merchant as Trader Sigismund. 


The trader is unknown to you but seems to be sizing you up with his gaze as Sir Reginald 
informs him that these are the people he has been asking about. 


The trader has a strange grin on his face when he greets you, but the greeting is friendly. 


After greeting you in very good Elleslandic he says that he has been asked to carry a 
message to you but before he gives it to you he wishes to add his own thanks. 


As you have never met the trader before his remarks leave you a little confused. He fishes 
out a message tube from inside his robes and hands it to whichever character seems most 
likely to be able to read. 


The tube is of a fine leather, amber in colour and tightly sealed. There are no markings on it. 
When the players open the tube there is are two scrolls made of heavy parchment in it. 
Unrolling the first shows a message written in both Elleslandic and in Visic. 

Greetings to the most noble retainers of Baron Redmount of Maunderlack Castle. 


We wish to extend our heartfelt thanks to you for the safe return of so many of our sons 
and brothers after their terrible experiences in both the Icevalen Mines and at Ravenswall. 


Dran has informed me of all that you risked to free him and Hsic after they had been 
tortured and interrogated for weeks. He also informed me that the breastplate you showed 
to our people was known to him and after some research in our archives he has begged me 
to ask a further favour of you. 


The spirit you encountered when journeying through the ruins of Trostenhal is that of the 
last king, Trannic Many Tears, who fell in battle years ago to those you call the Selentine. 


Legend has it that he took to the field of battle without his normal armour on after it went 
missing and in doing so was felled by a spear thrown by a Selentine soldier. How it came 
to be that his spirit found the missing armour and showed it to you I cannot say but now 
that you have it a great wrong can hopefully be corrected. 


Enclosed with this letter is a map that our archivist believes shows the way to a 

rarely used, and almost certainly forgotten, entrance to part of Trostenhal. I beseech 
you on Dran’s behalf to take the armour and return it to the king’s tomb in the Crypts of 
Trostenhal. It is our hope that this will release his trapped spirit and bring him the peace 
he deserves. 


Pedig, father of Dran and Senior Mine Surveyor 


Upon inspection the second scroll is indeed a map of the area of mountains where you 
discovered the ruins of Trostenhal, all those weeks ago. What you also find is a message 
written on the back of the map. 


I am sorry I could not add this to the official letter of thanks that my father wrote but if 
there is anything I, or my people, can do for you then please seek out Trader Sigismund, 
he is well known to us and will be able to pass on any message you may need to send. 


I am in your debt. 
Dran 


The map shows an area south of where you found the entrance to Trostenhal, between the 
monastery and the mountains. You would have passed close by it but as it is in a small side 
valley you would never have seen it. 


Trader Sigismund tells you that he is aware of the contents of the scrolls and is happy to 
assist you in any way he can if you need to send a message. 


Sir Reginald is also curious about the quest you have been asked to undertake but says that 
anything that can improve the relations with the inhabitants of the lands north of Albion 
would be a worthy cause in, and of, its own. The characters are free to undertake this quest 
and he will be sending a letter to the Baron letting him know what has happened. 


A hot meal, an even hotter bath and a night in their own beds does wonders for the party’s 
spirits. 


The characters rise early the next day to find Sir Reginald already up and there to wish them 
good luck on their quest. The look on his face tells you that he is wishing he too could once 
more embark on a noble quest to right a wrong. 


After the previous time you are familiar with the terrain between here and Trostenhal and if 
done quietly and at a stead pace you should be where the map guides you to in under 2 days. 


The original campaign is set in the early autumn so the times above are correct, for winter, or 
another season with bad rains etc, double the travel times. 


For GMs that do not wish to use the written encounters then the following random chart can 


be used. 
Chance of Encounter: 20% (check at dawn and dusk) 


d100 roll Encounter 


01-07 Bats (4-24) 
08-10 Basilisk 

11-13 Death’s Head 
14-16 Water Elemental 
17-19 Air Elemental 
20-22 Earth Elemental 
23-27 Giant Eagle 
28-29 Gryphon 

30-31 Vampire Bat 
32-40 Cyclops 


41-48 Willow-the-Wisps (will lead the party on a merry chase but do no harm and cannot be 


caught) 

49-50 Ghost 

51-57 Goblins (1—10) 
58-60 Manticore 

61-64 Ogre 

65 Hermit (often a Mystic) 
66-69 Outlaws (3—18) 
70-71 Human adventurers (2—8) 
72-78 Orcs (4-24) 

79-80 Pazuzus (1-3) 
81-84 Trolls (1-3) 

85-88 Skeletons (3—18) 

89 Spectre 

90 Wight 

91-93 Gargoyles (1-3) 
94-97 Apemen (2-12) 
98-99 Gorgon 

00 Dragon 


Day 1 - The day passes with Day 2 - Dawn breaks with a 
an amazing speed. Knowing sky full of scattered clouds 
the route helps and by the end but fine none the less. 

of the day you are camped 


on the edge of the forest The characters are being 
that surrounds the fallen hunted by a mated pair of 
monastery. Cyclopes. 


The night is clear and fine, 
with an amazing sunset over 
the mountains to the west. 


The pair are hungry and have 
tasted man flesh before so 
they have crept up slowly 
during the night and as dawn 
breaks will attack. 


The first attack is by both of 
them throwing missiles at the 
party and then closing in for 
the kill. 


Cyclops pair 


Attack 24 

Log (d6+3, 7) 
Thrown Rock (D4+3, 5) 
Defence 15 

Armour Factor 0 
Evasion 6 

Reflex 16 

Stealth 7 

Perception 4 

Magical Defence 11 
Health Points 53, 51 
Movement: 15m 
Rank-equivalent: 10th 


Both will hurl one rock each 
at the party in the first round 
and then the bigger of the two 
will charge in. 


The smaller of the two 
will hurl two more rocks if 
possible before joining the 
melee. 


The pair are very thin and 
each has only a hide wrap 
around their waist. 


Obviously things have not 
been going well for them. 
They do not even have any 


Once the characters have dealt 
with the Cyclopes it takes 
then until early afternoon to 
reach the are shown on the 
map. 


They find the valley easily but 
it will take them several hours 
to find the door and clear the 
vegetation growing over it. 


The doorway to the exit is 
very sturdy and will need to 
pushed aside. A total of 40 
strength worth of people will 
be required. 


The alternative is to use spells 
or weapons to break the door 
down. 
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The door swings inwards to 
the right and shows a corridor 
that narrows to a choke point 
before widening up again in 
front of a set of stairs that 
spiral down into the depths of 
the mountain. 


There are no lights or torch 
sconces here. 


Maps used with permission from Heroic Maps 


01 - The Great Hall 


An awesome sight unfolds in 
front of you as you descend 
from the stairs. This great hall 
full of pillars that stretch up 
to a vaulted ceiling over 30m 
above you is dimly lit by a 
series of faintly glowing runes 
that cover the surface of each 
pillar to a greater or lesser 
degree and surround a large 
carving on each of them that 


is chased in gold. 


You quickly realise the pillars 
are also an integral part of 
the crypts as each, and every, 
carving is unique. 


Obviously belonging to a 
family or clan and behind 
each of the runes that light 
up the pillars is a small stone 
plate, a cover for whatever is 
stored inside. 


The dead are not without their 
defenders though as a number 
of Skeletal Guardians remain 
here and will always attack 
the living. 


The Skeletal Guardians are a 
maximum of 1.2m in height. 


There is no treasure in the 
hall. 


Skeletal Guardians 


Attack 11 

Bony Hands (d4,3) 
Defence 5 

Armour Factor 0 

Evasion 3 

Reflex 4 

Stealth 13 

Perception 7 (Gloomsight) 
Magical Defence 3 

Health Points 2 x 2,4 x 2, 5, 
TX3 

Movement: 10m 
Rank-equivalent: 1st 


Stabbing weapons, such as 
spears, daggers, and arrows, 
may easily pass between 
the bony ribs of a Skeletal 
Guardians without effect. 


Count a Skeletal Guardian as 
having an effective Armour 
Factor of 2 against such 
attacks. 


Skeletal Guardians take only 
half damage from fire based 
attacks. 


02 - Receiving Vault 


Once the domain of the 
priests charged with receiving 
and then preparing the dead 
for their final resting place it 
is now an empty memory of 
what it was. The tools used 
by the priests still sit upon the 
workbenches and altars. 


Crafted with great care and 
detail the crematorium looks 
like a blacksmith’s forge fire, 
obviously showing the 


reverence that these people 
had for the art of metal 
working. 


The staircase that once 
connected the receiving vault 
to other parts of Trostenhal is 
long since filled with fallen 
rubble. 


03 - Storeroom 


The door to this room has 
long since decayed, as has 
whatever was stored in here. 


No footprints are visible in 
the dust that has settled over 
the years but a number of 
small animal tracks do show 


up. 
4 - The Mirror Vault 


Both sets of the doors to this 
room are locked. 


Living up to its name the 
mirror vault has a huge mirror 
hanging between stone pillars 
on the north wall. 


This is actually an illusion 
and conceals the fact that 
there is a room further to the 
north here. 


The mirror can be walked 
through without harm but 
doing so will set loose the 
guardian of the vault. 


To enter the second vault 
without danger the characters 
must press a series of runes on 
the four pillars in the room. 


If any character tries to do 
this and does not know the 
language, or the sequence, 
have them roll a D1000. 
On the roll of a 1 they have 
accidentally discovered the 
sequence. 


The characters only get 

one chance to do this right, 
otherwise the guardian will 
be released even if they make 
further attempts to deactivate 
the mirror and are successful. 


The vault is protected by 
an Ice Spectre, just like the 
one that protects the king’s 
treasure. 


Ice Spectres appear as a pair 

of spectral arms reaching out 
from a frozen section of wall 
or floor, striking with a speed 
of 14. 


Anyone failing to evade will 
be grabbed by one of them 
and drained of 2d6 HP if they 
fail to save against a magical 
attack of 19. 


The icy, spectral hands feed 
upon the warmth of the living, 
drawing away life to sustain 
themselves. 


Once the arms have drawn 
away 10 Health Points in this 
fashion, an Ice Spectre will 
suddenly congeal in the icy 
air and attack 


Ice Spector 


Attack 19 

Icy claws: when these strike, 
treat as a magical attack. 
Chill claws will clutch at the 
victim’s heart and they will 
take damage as shown by the 
table below. 


Roll (2d6): 
234567891011 12 
Damage (Health Points): 
11234567 8 9 Death 


Defence 9 

Armour Factor 0 
Evasion 4 

Reflex 7 

Stealth 0 
Perception 0 
Magical Attack 19 
Magical Defence 9 
Health Points 10 
Movement: 10m 
Rank-equivalent: 6th 


The Ice Spector will not rest 
until the Characters are dead, 
or it is defeated. 


There are 3 chests in the 
room, all 3 are traps and are 


empty. 


Each chest is locked and will 
require either being picked or 
breaking them open. 


If broken open they release a 
cloud of gas, once a deadly 
poison age has reduced its 
ability to harm but it still 
makes anyone that breathes it 
in very sick. 


Everyone within 10 feet of 
the chest that is smashed 
open is subject to a weak 
poison attack (p.122 of the 
Corebook) and in addition 

to any damage that they may 
have to take, or not, they are 
incapacitated by the violent 
vomiting that also happens for 
the next d6 minutes (roll per 
person). 


5 - The Tribute Vault 


Offerings to the priesthood 
were stored in here and 
while the sacks that 
originally contained the 
great wealth have long since 
disintegrated, the offerings 
themselves are still there and 
on display for all to see. 


Gold Coins: 8,814 
Silver Coins: 6,670 


The gems are hidden under 
the piles of coins in a small 
metal bound box made of 


ivory. 


An unremarkable, but huge, 
Sapphire of superior quality 
worth 2,000F 


A very large Aquamarine of 
exceptional quality worth 
1,500F 


An enormous chain of Pearls 
of breathtaking quality worth 
4,600F 


An massive Sunstone of 
breathtaking quality worth 
3,500F 


A large Fire Opal of 
breathtaking quality worth 
2,100F 


The characters will probably 
be very tempted to loot the 
vault. If they do so it is up to 
the GM to decide what, if any, 
repercussions there will be for 
this act. 


6 - The Chasm 


The depths that this chasm 
descend to are not something 
that bears thinking about but 
the air in this room is less 
stale than the rest of the crypt. 


The bridge over the chasm 
is well worm and the footing 
very unsteady for anyone 
trying to cross at great speed. 


This, added to the breeze that 
comes from the chasm depths, 
makes for an interesting 
experience. 


Anyone crossing at normal 
speed will have to make a 
Reflex roll to cross without 
issues. 


What these issues may be are 
up to the GM. They could 
range from an attack of 
vertigo to plummeting into the 
depths. 


If the attempt is made at half 
speed, on their hands and 
knees, or any other way that 
slows them down and gives 
them more stability then they 
will automatically succeed, 


but if an attempt is made at 

a faster than normal speed 
then a Reflex check with a 

-2 modifier will need to be 
passed or the character will 
end up falling into the depths. 


Regardless of how they try 

to cross the fact that they are 
making an attempt will attract 
the attention of the horror that 
now lives under the bridge. 


The legends of their people 
all blame the Selentine, or 
Thulanders or natural events 
for the demise of Trostenhal. 


All of them are wrong. What 
actually happened is not 
known by any of the living 
but, as the characters will 
discover, the consequences of 
the fateful event are that a pair 
of Hellions now resides here. 


How the Hellions got there 
will be a mystery to the 
characters but if by any 
chance they manage to look 
under the bridge across the 
chasm they will find an seal 
secured to the bottom of 
bridge in the center. On it is 
a circle and what seems to be 
two words in a language none 
of the characters understand. 
This is a magical restraint 
that keeps the Hellions here 
long past their usual time 

in the mortal world. For 
more information about this 
please see Location Pack 1 

- The Tower Of Ulrich The 
Sorcerer. 


Bridge Hellion 


Attack 17 

Spiked Tentacle (d8,4) 
Defence 5 

Armour Factor 3 
Evasion 6 

Reflex 7 

Stealth 10 

Perception 8 (Darksight) 
Magical Attack 14 
Magical Defence 6 
Health Points 7 
Movement: 20m 
Rank-equivalent: 4th 
(Barbarian) 
Spellcasting: 4th rank 
Sorcerer 


Can change shape at will but 
its natural form is a ball of 
tentacles. 


The first hellion is under the 
bridge and will wake up after 
d8 rounds of people entering 


This will only happen if no- 
one makes it all the way over 
the bridge. 


If it looks like a character is 
going to be able to cross the 
bridge as soon as they are 
on the other side the Hellion 
casts an Illusion spell. 


The illusion is that of the area 
the other side of the bridge 
filling up with fog and then 
barely seen shambling figures 
will come to the edge of the 
fog. 


The intent is to drive the 
characters back and hold them 
in the area for the second 
Hellion. 


Hole Hellion 


Attack 17 
Razor Claw (d10,4) 


the room in either direction. If Defence 5 


anyone steps onto the bridge 
though it will immediately 
wake up. 


Armour Factor 4 
Evasion 8 
Reflex 7 

Stealth 10 


This hellion will use its ability Perception 8 (Darksight) 
to shapechange to confuse any Magical Attack 11 


attackers by taking the form 
of another member of the 


Magical Defence 6 
Health Points 10 


party, if given the chance, but Movement: 30m 


otherwise will try to remain 
hidden and use it’s spells. 


Rank-equivalent: 4th 
(Barbarian) 
Spellcasting: 7th rank 


The hellion will use the Inflict Sorcerer 


Wound spell on the first 
person to get to the middle 
of the bridge, and will keep 
using it if they are successful 
on each person that tries. 


Breathes fire, as per the 
Dragonbreath spell. This can 
be done once per round 


The second is in a hole behind assumes human form for a 
a panel in the stones under the second before sliding over 


stairs on the south side of the 
chasm. 


It will wake up d8 rounds 
after the first Hellion wakes. 


It’s form is that of an always 
shifting group of bones that 


each other again. 


Both hellions will use their 
spell casting abilities to 
maximise their combat 
chances. 


Regardless of its powers, a 


Hellion cannot approach 
within 2m of a sacred relic 
or harm a character who 
possesses one. 


Like Vampires and Hellrots, 
Hellions can be driven off 
by the sight of a crucifix 
(Bestiary p. 84). 


Maps used with permission from Heroic Maps 


The hellions are bound to the 
area around the chasm by the 
seal under it and so will not 
follow the characters should 
they leave the area. 


This of course does not 

stop them from using spells 
to continue to attack the 
characters if they can still see 
them. 


The hellions will stay awake 
until defeated or until 1 hour 
has passed, then they will go 
back to sleep as before. 


If the hellions are both 
defeated and banished from 
this plane the seal will 
explode and destroy the whole 
bridge. 


Anyone standing on it will 
immediately fall into the 
chasm. Where and how they 
land is up to the GM. 


07 - The 2nd Feasting Hall 


Like the Ist Feasting Hall this 
area was used by the relatives 
of the dead to give their loved 
one a send off to remember. 


08 - The Ist Feasting Hall 


True heroes, one and all, were 
feasted here when they died 
and were to be interred with 
their family. Now the place is 
a dusty and empty reminder 
of what once was. 


09 - The Entrance Hall 


Access to the Crypt from 
Trostenhal was usually 
through here for everyone but 
members of the priesthood. 
Even the nobility made their 
way down the steps on their 
own 2 feet to visit the dead. 


The only exception to this 
was for those working in the 
mines that brought a deceased 
comrade direct from the mine 
workings to the crypt. 


Like with the stairs up from 
the Receiving Vault, the spiral 
stairs here have been blocked 
for some time by falling 
debris. 


10 - Prayer Room 


Dedicated to the ones who 
came to visit, this room was 
used by both the visiting 
miners and others to offer 
prayers in silence. 


The furnishings are long 
vanished but if you pause for 
a moment perhaps you can 
here the echoes of some long 
forgotten prayer in here. 


11 - The King’s Tomb 


Unlike with many other 
cultures the Kings of 
Trostenhal were not laid to 
their permanent rest until the 
death of their successor. In 
fact the King’s Tomb was 
used to house the body of the 
previous king for many years 


after they died until it was 
time for them to be cremated 
and finally interred with their 
family in the great hall. 


The room was used to prepare 
the body and as such there 
was a blessed well used for 
the water that washed the 
bodies clean before being 
dressed for their time in the 
sarcophagus. 


If the characters check there 
is still water available from 
the well, it will count as Holy 
Water whilst inside the crypt 
area of Trostenhal. 


To open the sarcophagus will 
require a combined strength 
of 40, like the door at the 
exit, to lift and move it. The 
king is not in the sarcophagus 
though. 


Whatever brought the 
Hellions to this plane also 
worked a terrible magic on 
the body of the King. 


Mummified King 


Attack 18 

Battleaxe (d8,6) 

Defence 12 

Armour Factor 5 (Full Mail + 
Skin) 

Evasion 4 

Reflex 7 

Stealth 15 

Perception 12 (Darksight) 
Magical Defence 9 
Health Points 17 
Movement: 10m (15m) 
Rank-equivalent: 6th 


Any character that is lifting 
the lid of the sarcophagus 
will be surprised as the 
mummified remains of the 
king rise up from behind the 
well. 


If a Mummy is struck with a 
flaming torch, a Dragonbreath 
spell or other type of fire- 
attack, there is a 20% chance 
that it will catch alight. 


The Mummy will then lose 
1d4 HP per Combat Round 
until it can extinguish the 
flames (it rolls d6 at the end 
of each Round, and succeeds 
in putting out the flames on a 
roll of 5 or 6). 


Special attack: When a 
Mummy is ‘slain’, it has 

one chance to afflict the 
character who destroyed it 
with a Doom, a type of curse 
with a magical attack of 18. 
If the Doom takes hold, the 
character will die horribly 
within one month unless he 
can get the curse lifted. (This 
requires a Dispel Magic 

of at least 6 Magic Points 
intensity.) 


If the characters slay the King 
and place the remains along 
with the breastplate in the 
sarcophagus then the spirit of 
the king will be put to rest. 


12 - End of the Line 


When miners died in the 
mines this was literally the 
end of the line for them. 


The characters should not be 
dissuaded from entering the 
mine, you should describe the 
air as unpleasant etc. but if 
they decide that it is the only 
way to go then let them go 
that way. 


If the Hellions were not 
defeated, or if the bridge was 
destroyed, then the characters 
might think this is a better 
option than going back. 


Players Handouts 


Greetings to the most noble retainers of Baron Redmount of Maunderlack Castle. 


We wish to extend our heartfelt thanks to you for the safe return of so many of our 
ons and brothers after their terrible experiences in both the Icevalen Mines and at 
avenswall. 


Dran has informed me of all that you risked to free him and Hsic after they had been 
tortured and interrogated for weeks. He also informed me that the breastplate you showed 
to our people was known to him and after some research in our archives he has begged 
me to ask a further favour of you. 


The spirit you encountered when journeying through the ruins of Trostenhal is that 
of the last king, Trannic Many Tears, who fell in battle years ago to those you call the 
elentine. 


egend has it that he took to the field of battle without his normal armour on after it went 
missing and in doing so was felled by a spear thrown by a Selentine soldier. 


ow it came to be that his spirit found the missing armour and showed it to you I cannot 
ay but now that you have it a great wrong can hopefully be corrected. 


nclosed with this letter is a map that our archivist believes shows the way to a 
rarely used, and almost certainly forgotten, entrance to part of Trostenhal. I beseech 

ou on Dran’s behalf to take the armour and return it to the king’s tomb in the Crypts of 
Trostenhal. It is our hope that this will release his trapped spirit and bring him the peace 
he deserves. 


edig, father of Dran and Senior Mine Surveyor 


am sorry I could not add this to the official letter of thanks that my father wrote but if 
here is anything I, or my people, can do for you then please seek out Trader Sigismund, 
e is well known to us and will be able to pass on any message you may need to send. 


am in your debt. 


EHHE zi 
TOLL He Coo 


If you have enjoyed this scenario then please look out for other Dragon Warriors product 
produced by Red Ruin Publishing and available via DriveThruRPG. 


The Maunderlak Saga: 


The Fallen Monastery 


The Ruins of Trostenhal 


The Icevalen Mine 


